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Informative Visual Cues for Shot Course Anticipation
in Male College Badminton Players ①
～　3-Dimensional Analysis of Overhead Strokes ～
Masahiro Ishii
In a badminton game, the ability to correctly anticipate the opponent’s shot course
is an important skill factor for improving game performance. The overhead stroke is
one of the most frequently used strokes in a badminton match. This research compares
the difference in motion for 3 types of overhead strokes （clear, smash, cut）
differentiated by shot speed and trajectory. Lobs shots to the far right corner were
returned using different overhead strokes, and 2 high-definition video cameras and a
high speed camera were used to record the stroke motions. 3-dimentional analyses of
the different overhead strokes were compared, and informative visual cues for
receivers to anticipate the shot course before shuttle contact were investigated. 
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